HANDUNG YOUR CARTRIDGE 


• The Sega Genesis 32X Cartridge is intended for use exclusively 
with the Sega™ Genesis™ and Genesis 32X'^“ Systems. 

• Do not bend it, crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other 
source of heat. 

• Be sure to take an occasional recess during extended play to 
rest yourself and the Sega Cartridge. 

Warning to ownws of projection televisions: Still pictures or 
images may cause permanent picture-tube damage or mark the 
phosphor of the CRT. Avoid r^^eated or extended use of video 
games on large-screen projection televisions. 


Epilepsy Warning 

READ BEFORE USING 
YOUR VIDEO GAME SYSTEM 

A very small percentage of individuals may experience 
epileptic seizures when exposed to certain light patterns or 
flashing lights. Exposure to certain patterns or backgrounds 
on a television screen or while playing video games may 
induce an epileptic seizure in these individuals. Certain 
conditions may induce undetected epileptic symptoms 
even in persons who have no history of prior seizures or 
epilepsy. If you, or anyone in your family, has an epileptic 
condition, consult your physician prior to playing. If you 
experience any of the following symptoms while playing a 
video game — dizziness, altered vision, eye or muscle 
twitches, loss of awareness, disorientation, any involuntary 
movement, or convulsions— IMMEDIATELY discontinue 
use and consult your physician before resuming play. 

This official seal is your assurance that this 
product meste the highest quality standards of 
SEGA™*. Buy games and accessories with this 
seal to be sure that they are compatible with the 
SEGA™ GENESIS™ SYSTEM combined with 
GENESIS 32X™ 
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Need Hints? 

In the U.S. just dial: 

1 (900) 680-HINT* ($.95 per tnin.) 
In Canada call: 

1 (900)451-4849* ($1.25 per min.) 

* Must be 1 8 years or older, or have a parent's 
permission to call. Touch-tone only, 

Prices subject to change without notice. 


THE LEGEND OF PITFALL 

Many years ago there was a daring adventurer who 
traveled the world in search of ancient legends and 
lost treasures. His journeys took him across the seven 
seas and to the ends of the earth. He ventured into 
vast uncharted regions filled with unthinkable dangers. 
As word of his exploits filtered back to civilization, he 
soon became larger than life... a legend. This great 
explorer was Pitfall Harry. 

After many successful quests, Harry settled down 
to raise his son, Harry Junior. Having inherited his 
father's love of the unknown, Harry Jr. grew up to 
become a hip 18-year-old with a deep sense of adven- 
ture — and a bit of an attitude. He quickly learned the 
thrill of exploration and discovery and soon experi- 
enced many exciting quests of his own. 

Hearing of his son’s thrilling escapades. Pitfall Harry 
realized how much he longed for the life he once 
knew. So together the daring duo set off for the jun- 
gles of Central America in search of the lost treasures 
of the Mayans. 

But something went terribly wrong... 
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— TU€ K<s\y<3iv\ /l.Avevvfuve 
y^-Pfev <Ainys o-P fv^JvveVivvg 
, fUe jungle, H<Awy Jv. <?vv\<A I k<?vve -Pinovlly 
ve^ncUeA fUe Ueenvf o-P fUe <s^v\clev\f 
K<ny<?vvi EiAApIve. If^s beevi «n 
I jo(Avv\ey, biAf fUe r€<nl 
I <A<?vvi^€v lies <nUe<?\.A,.. 

' -Pov \jjc <?vve close fo 
^IscovevlM^ VUe 
losV fve< 5 ^suve o-P 

j l/inxjAcfuH. 

• /\ccov^A.Iv\ 3 fo le^en^/ fke Vr€<?\siAve 
Is 3iA<nviA.e<!^ by VUe spIvIV- o-P 
k <AV\cIev\4' K<3vy<5nv\ u»<3iwIov- — Z^nUeliA^n: 

toviA o-P Evil. TUoIaSav\.As o-P yec^v-j ^ 
2.<y\Ve.W<^ tnH-etMpfe^A fo cov\c:\iAev ^ 
fke M<?vy<?m I^h^s^s so ke coul^A 
viAle Vke Ei^plve. A'PEe'^ vn<7vv\y 
^ b^nH-les, ke 'aj^'vs ■Pln<nlly 

v\evev fo be seen 

<n^<?\Ivi,.. 

I k<?\ve vecov^e^A v^vy 
vesetf>ivck oh Ktsvym ciAlkuve 
‘ ,'i le^eH*^ Iv\ fke -PoIIowIh^ 
pcn^es. 1-P sovnekkln^ skoi\l<A 
k«?vppeH ko WH€/ Ik is vny kope kk<?ik 
H<nvv-y Jy. f<AWe wHy pev-son^^l I03 £aw<A j 

use Ik «s^s <n ^uI^Ae ko conklnue ouv £ 

c^uesk. 1 only kope kk<?vk Ik will be / 
enougk kelp — I-P evev Ik wvusk be J 
use^A,.. I 





WELCOMi TO THE JUMLE 

Pitfall Harry has been taken captive by the dreaded 
warrior spirit Zakelua; Lord of Evil. Armed with only a 
trusty sling and his father’s journal, young Harry Jr. 
must now venture into the unknown to rescue his 
father... before it’s too late! 

Preparing for your Mayan Adventure 

1 . Set up your Genesis 32X System and plug in 
Control Pad 1 . 

2. With the power switch OFF, insert the Pitfall: The 
Mayan Adventure cartridge (with the label facing 
you) in the cartridge slot and press down firmly. 

3. Turn on your TV or monitor, then turn the Genesis 
32X power switch ON. The License and Sega 
screen will appear, followed by the Pitfall introduc- 
tion and title screen. 

4. Press the START button on your Control Pad 
to begin. 
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Important Note: If nothing appears on the screen, 
turn the power switch OFF. Check to make sure the 
cartridge is inserted correctly, and check all cables to 
make sure they are properly connected. Then try 
again. (Always turn the power switch OFF before 
inserting or removing the cartridge.) 



I Genesis 32X Control Pad 1 ~| 


The Options Menu 

To change the game settings before playing, use the 
D (directional) -Pad to move the boomerang to 
“OPTIONS” on the title screen, and then press the 
START button. The Options Menu will then appear on 
the screen. Press the D-Pad left or right to move 
through the options. Press the D-Pad up or down (or 
press A, B or C) to toggle through each option’s set- 
ting. Press START to exit the options screen at 
any time. 
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Music Volume — Set music 
volume (9 is maximum) or 
turn it OFF. 

Difficulty — Choose from 
two difficulty settings: 
Normal or Hard. 

Controls — A list of moves 
will appear on the screen, followed by the button each 
move is currently assigned to. Press the D-Pad up or 
down, or press A, B, or C to toggle through the differ- 
ent settings. See Getting Around the Mayan World for 
the default Control Pad setup. 

Adventure Info 

To view a summary of what 
you may find during your 
journey, use the D-Pad to 
move the boomerang to 
“INFO” on the title screen 
and then press the START 
button. Press START again 
to go through the Info 
screens. For more details about the items you can col- 
lect, refer to the Mayan Weapons and Mayan Artifacts 
sections of this manual. 
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^ETTINii AROUINII& THE 
MAYAN WORLD 

The following are the default settings. See “Controls” 
in the Options Menu to change these settings. 


(Left/Right) 

Run/Turn/ 

Crawl/Push/ 

Look/Aim 

Weapon 

(Up/Down) 

Giimb/CroucIV 

Pull/Look/Aim 

Weapon 



Shoot 

(Use selected weapon) 


Note: If using the 6-button Arcade Pad use X, Y 
and Z to select your active weapon. 
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Adventure Status 

You can always see how Harry Jr. is doing on his 
quest to find his father — just check the top or bottom 
of your screen. 



Treasure Count — Calculates the Gold 
value of the treasure pieces Harry Jr. 
has collected. Collect 50 Gold points 
to earn a Continue. 


Harry Jr. — Indicates 
the number of lives 
remaining. 


Health Bar — As Harry Jr. takes 
damage, the crocodile moves closer 
and closer. A word of advice — don’t 
let him get too friendly! 


Score — Indicates 
the number of points 
Harry Jr, has earned. 


Weapon — Shows Harry Jr.’s current weapon 
and its available number of uses. 



mmAM WEAP©IM$ 



Harry Jr. begins his adventure 
armed with only his trusty Sling 
and a few sling stones. 
Use these stones to shoot 
enemies or anything else 
that may help you advance 
through a world. The sling 
can be used as a Whip to 
swat enemies at close range. 


But the odds are 



Switching Weapons 

During the course of your adventure, you may dis- 
cover ancient Mayan weapons that will help Harry Jr. 
defeat enemies and overcome obstacles. To toggle 
through the available weapons, just tap the START 
button (Do not PRESS the button or you will pause 
the game! TAP IT.) Then press the Shoot (A) button 
to use the weapon that is currently displayed. 
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Super Shot 

Every now and then, you 
may feel like hurling a 
sling stone with all 
your might. Good 
news — You can! 

Just hold down the 
Shoot (A) button and 
Harry Jr. will wind up 
his sling to fire off a 
Super Shot. This will do more 
damage than a standard shot — but remember, wait- 
ing for the windup can cost you valuable time! 



S' — W€<?\pov\s 

— ^fov\€S 
seyve. ^mvnuv\lfIov\ -Por 

\e\v^As iv\ s«?tcks. 


K^y^vi ^ccv\€.r^y\^ — 

^€v\<As a powev-Pul blow fo 
awy €v\€iAAy. MiasT vevk\€v*\bev 
fo vecovev fkis w€<npoK 
<?vP^ev f-Wvowvi. 

E?cplo<Aivvg o-P 

^ ^ P^c^l — TI a'is s««.cve^^ 
^ shone U^ns vn^n^iccnl 

pvcpevHes. ho 



v! \ '\ ^Aeshvoy ^linosh £^11 

I ^ enevnies in sigUh. 


P.H. 
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SPECDAL MAMEmmi {] 

Harry Jr. will have to get through one deadly situation 
after another to save his father. This will often req jire 
some quick thinking and resourcefulness. Here are a 
few special maneuvers that may provide a little help: ^ 

Swinging on vines 

• Press the B button to jump and grab the 
knot on the base of a vine. 


• Press the ^mp 
r (B) button againjto 
release from theif ine. 


Crawling \j 

• Press and hold the D-Pad down, fl 

• Press the Jump (B) button to engage 
in a crawl. • Press the D-Pad left/right 

to make Harry Jr. crawl in either 
direction. • Press the D-Pad up 
or press the Jump (B) button 
to stand. 




Climbing ropes 

• Jump onto a rope. 

• Press the D-Pad up/down to climb 
or descend the rope. • To jump off 
rope, press and hold the D-Pad 

in the direction you wish to jump, 
then press the Jump (B) button. 
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Crossing 
pegs and 
cords 

Jump towards 
the horizontal peg or 
cord to hook on to It. • Press 
the D-Pad left/right to move 
Harry Jr. left or right. • Press 
the Jump (B) button again to 
release from the peg or cord. 


Riding ziplines 

• Jump to grab the zipline. • To release 
from the zipline, press the Jump (B) button 
again or ride the zipline to its end. 



Springing off items 
• Jump onto a web (or other item) 
and bounce into the air. 



Pulling levers 

• Use the D-Pad to move Harry Jr. to the 
left or right of the lever, so he is facing It. 

• Press the D-Pad up to pull the 
lever down. 
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Entering doors 

• Move Harry Jr. in front of a door 
and press up on the 0-Pad to 
enter the door. 



Bungee-jumping 
• Jump onto a bungee. • Press the 
Jump (B) button again to release from the 
bungee and fly into the air (the closer to the 
top of the bungee-plant you are when you 
release, the higher you will go). • Use the 
D-Pad to control Harry while he is in 
the air. 


Riding the skate car 
• Jump onto car. then 
press the D-Pad left/right 
to start moving. • Press the 
0-Pad opposite the direction 
you are moving to use the brake. 
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r*"' '' 

I D^^y 7 — Moiy<^w A’^H-Pe^cfs 

/ "TUeve a\ve. sevevtnl 4nvH-P<ncVs ViA<?v+" 
’ Htnvvy Jv. a\yi.<k 1 kop€ Vo -Pivi^A <Ai\v'iv\^ 
oo\v joiAvney. K<?vv\y K<?vy<nv\s believe^*. 
fUese <nv\cl€v\V i<A.ols veUcs 
iw€v€ cveenVe^^ <nv\<A senV Vo €<s^v-VU 
by lVz.<nv*\vi<7v — VUe Mi^vyiJ'.n (So<A oV 
knowle^Age. 




T^l*^e kcepev — 

Accor^AiK^ Vo legeh^A/ VUis 
poure'^-Pul <AvV'l-Pi5^cV 
Vevnpovtnnly Vveez-es Vii*\e 
tTvVVev b€lv\^ VoucUedA.. 



X 


M<ny*?iH CUI^l P€ppev- 

Vo eH£A.ow VUe beUol^Aev 1 
\«iVU supev-Uui*\<nvi sVvevvgVU, ^ 
r^MAS'm^ Ve^^povi^vy 'mcvecn^se 'm 
v(av\kIv\^ jl\l*^plv\3 iS^biViV'ies. 

^tf\Cr€<A He^r^ A SplviVUi»vl 

be<nVlv\^ Ue<5^vV VU«5n,V vesVoves 
in povVloH o-P losV Ue<n)VU Vo 
iVs -PiviiAev. 


■es£^ 
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Uoc^Hoh — Vse<^\>y 

M<ny«nv\ fvcAVe^cvs V<5 i*\<nv\t 
fUeiv loc<?^Hov\. Hol^As 
pvopevHes f UinV po'mV fy«?\ve^€y 
Ivy gev\gv<g^) AlvecHovy o-P 
.Aesiy€<A pgnVU. W<nV€)ey 

fo yef lAVH ¥6 v^e>\yV€.<^ poWf <?y-Pfev 
W£>^\;e\e.'f Is (AV\<3vb^€ Vo cov\VIv\ue joiAvvxey. 



Gol^Aen l<Ao) — R<?\y€ M<?yy<nvi 
<nyVI-P<?vcrV wIVU VUe powey 
Vo besfoyw IVs ■Pivx.Aey 
wIVU en secovy^A «nVVewpV 
<?yV cokVIhiaIh^ 
jouyHey. 

Tve^SUrC Pieces — IV Is y€poyVe<5*. 
Vk<5>yV pieces oV Kc»yy<?yvy Vye£»yst\yes: 
^ol<A coIvyS/ sllvey <nH<A 

V>«^yS/ <5iI<?yi*\ovi«A 

yings... tf^ye 
kIiA<A.€v\ 

VUyou^koiAV 
VKe Evnpyye. 
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SAmAM f©i$ 
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Deny ^ — K^nytnvv Foes 

TIa€v€ e^cisVs very llH-le lvi-Povi*\<>vHov\ 

<3H Kiny<nH -Pocs.-.-Pov- <nll iwP\<5 kinve 
iwifv\esse<A inv\y evl) iAolh^s U«?ive 
v^ysfevlously iAls<5^pp€«?vve^A.. TUe'^e-Pove, 
1 U<5>vve oKly b€ev\ aCo^e Fo cev^fWe «?v 
p<?vvH<?vl vecovcA ov\ ev\€i*\Ies. 


sVelefoHS — AF <5v\e Fii*\€ 

\w€v€ soliAlevs 'm z.<nW€)u<n's 
tnvi^iy, (SvoiAps U^nve been 
^ecenFly spdFFeA netnv 
Copinn. 

^plvlFs d-P - 

Cln^dic — Wev€ <nF one Fivne 
FoDovwevs oF CU<n<?vc: — Fke 
M<nycn,n Go<A oF Winr <?vn<;A 
^^ncviFlce. IF is s^nitA. FU<nF 
FUese spinFs P\<nve <n sFvon^ 
covnv*\<?vn^ oF Five. 




— TUis sleeV, powevFiA) 

<?vni^n<?^l wens en F«?v.voviFe peF oF 2-<nFe)uen 
enn^A sevve^A <ns 
Kis pevson<n) 

bOi:Ay2U<nv<A. 

RecenF si^UFin^s 
incl(A<A€ FUe 
neenvby jwn^les. 
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legev\^, iA\£nvvy o-P fUe enncie 


H ^ w Vs — SevV€<A <3is 
i»A€ssev\^evs -Pov 
^L\viv\^ w<nvHv*\€. H<nV€ bee 
sptfH-e^A. iv\ 'T1V-<5 >v 1 <nv\^A <3ive^ 
Hetfn’i^ w<?vf€v. 


G^vgoyles — Accov-^Am^ P 


M<?iyinv\ viAiHS «nve 

^u«nv<Ae<^ by sfov\€ 
^.^vv^oyles fU<nf coiM€ f< 
li-Pe wVev\ <?vppvo<3vcU€«A, 



^H^Ves — Finvovifes <^P z<nVel<A<s^. 
TUese cve<?\Fuves <?vv-e cov*\vnov\ 
FUvoi^^KouF M«5»vytfnK l«>vv\<As... 
c<?v‘\ be vevy iA<?\vv 3 evoiAS. 

V<^por GUosV — Rep<5vFe«A,ly «?v 
pv<5tfilO\Cf o-P Z«?vV€)iA<n's S(3vcevy — 
cv€<nfeiA Fo oPP 



^nv\y<5vve wU(5 U«?v,s si^kFs 
OH fUe losF Vve<HSiAve 

Op U«3V>c<ncFlAH. 


Tkeve UtHve tnlso been sI^UHh^s oP 
Z«?vV.e)iA£n, FUou^V ho one U<hs been 
<?\b1e Fo ^A-ociA^nenF Uis fAppe^HifinHce. Ah^ 
soiA\€ beUeve FIa«5>vF Z<?\Veli\<?v KIvnselP, i^sIh^ 
cHHclenF M<Hy<HH sovcevy, wiel^As cohFvoI 
ovev FUe cvgenFuves FU«nF lHU<?vbiF Fke 
M«Hy<HH Etnplre. 


P.H. 


TIHIE LOST CDVBLDZM'nOIM Qf 
TSBE mmAm 



D<^y 12. — A tosf GviHz.«j\Hc5n 

ovev fUe cowfse. o-P vny sfiA«AieS/ 

I U«?vV€ le<?vvvie<A fU<Af -Por v\e<?vvly 
■Pouv-fkouSiJiKiA y€<nvs fUe K<?vy<nv\ 
c'lV'lVlZ.<?vH( 5 Vi -ploOvvlsUecA fUirOlA^lAOlAf 
wUtfJvf Is HO\aj Ke?cIC(3 C€V\fv<?vl 
/Ivnevlci^. lv\ sovAe <?iv€<?vs, M<»\y<?vv\ 
culfiwe \<\s\re.<!k lAuHl fUe e^nvly 
\'^00's, bt\f ^*A<^v\y <5-P VUe pv<5vniv\ev\f 
cIHes iAis<nppe<^ve<A by A-P- 

v^<?vv\y M<?vy<nv\ sifes 
b<?vve been eAIscoveve^A, lIH-le 
is Wv\(5wv\ o-P fbelv J.£\y-\-o-<k<^y 
<^^cHvIH£S. Wb«nf Is Vh(5wh Is 
fU<nf fUey bwlf elinbov<?^f€ 
cIHes <?vv\A temples owI^UouV 
£\\A. -Pvovm fUe wUee^, i^eP-^nl 
fools ov «nv\Ivn<?vls. TUeIvs Wtf^s 
<?v cIvI1Iz.<3vHov\ -PiaH o-P vnysfevy 
c?iv\<A vntjv^lc. Loh^ b<as fUere been 
f^nlV o-P gbosfs evil spivifs 
vot?MA\Ii \3 flAvoL\gU fke vtAlvi€<A cIHes 
-Povesfs o-P f be losf M<?vy«nv\ 
E^l^pive. If Is fbis cIvlHz.<nfiov\ o-P 
vnysfe'^y l*^<n^Ic fb^vf 1 lovv^ 
fo e>cplove. 

P.n. 
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tAMAM 


1 “^ — 

H<?iwy Jv. «?vh<A I k<«,V€ fv^nvele^A 

•p(5v Aavys Iv\ S€^»VvcU 0-P fUe losf 

HecnsiAve. If's bee^ <n Ioh^ 

<3VV\iA fOtA^k €?:p€^iH<5V\/ If is -Pi^vv 
■Pvoi*A ov€v. "TUe vo<n<A Is -Pull 

o-P A<p\v^^C'f. 

Juggle o-P CelVxn — Ah 
inncienf vnysfevioiAS 
pi<?vc€ iAHiHU^nbife<s*- since 

ili^' 

■ ' P<nv\g€v 1 l\vVs 

■pv<5i*\ <a11 avrcyx^A ov\ 

fUis wvfinie-UVe p<?ifK. 

^UouliA be cnble fo use 
suwouH^^ing elevuenfs 

f<5 vid7vvig<nfe. 

Xib^^b^ F^lls — N-JHine^A ^n-Pfe'^ 
fbe ^A,eu\oHS believe^^ fo 
e>cisf fUvougUouf fUe 

M<7iy«?\v\ ^ 

civi)iZ-«nfiov\. 

Ovvly fUe 

sVi))-Pul C<nK fv<?vV€l fUiS 
<A«nv\gevous p<?vfb wiPUouf 
pi uiMiMefing info f Ue 
vinging \M<\k’ey belou. 
Kusf be c<?vv€-Pul! 
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KiH€S — 

Losf -Pov C€HfUvi€S/ 
fUIs 

sevles o-P 
fv€<?lcU€v<5lAS 

c<nvevv\s is beVieve^^ 
fo be iviUinbiVe^^ by j 
Ae<n<s^ly cv€<^Vuv€S 
-PilletA \wifV\ 
k<?vz.<s^v<AoiAS b<nmevs. Cckj^A possibly 
use <nb<5^K<A(5vve<A u\iv\e c«nv <?^s 
pvtnHSpovftnHo^. 

'- — 

Udsf Cify o-P Cop^v\— 

\,oc<^Ve.A iv\ f ke ke^nvk ^ 

O'P Vke 

tnucievif Mtf\y<j>vv\ EtMpive, 

fkis 2.000-ye.<^'r~o\A, 
<Aece^.y\^^ e>cf€vi<5v is 
\oa\<Ae.c^ ujifk A€<?ViAly \ 
fvj?ipS <nv\<sA. €vev\ 

<s^e<?v<s^ii€v ev\eu\ies. 


C<5p<»VH Teu\p)€ — 

wko k«?vve 

^ H ev\keve<A kkis 
vuyskevious 
l^nbyvivikk 
k(?vve v\€vev 
vefuvv\€tf^. 
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f 14 - — TUe 

C< 5 v\Hv\ues 

Skoul^A Ht?\'inry Jv. <7^'<\tk 1 e3\C^U<?lUy 
siAvv'ive fUejouv^ey fUvou^U fUe 
V-v\(3u»v\ K<?vy<^v\ t'evvifovy, \ne. will vvee^A 
<?vll vetM<niv\iK3 liAcV Vo cov\Vivvi\e VUe 
exp€<AiVioi\... li€S lov\^ yoo^A,.. 

t^V^t^Mvl R^ivv Fov€SV 
Ytf\)CcV\il^H t^gOOV\ 
P<9ll€H<»U€ RIaIhS 
Toi*\b o-P P^len^ue 
B^1 ^v\V:«avic1a€ K'me 
1 s1^h«A F^lls 
TlV<nl Ria‘h\S 
TIV<aI Tcvnple 

P.H. 
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10lf«iys WORLDS 

Hidden throughout the game are bonus worlds that 
could yield you great rewards... if you’re skilled 
enough. 

Loltun Secret Vault 

You will enter a room with 
three levers on a wall: A, 

B and C. Directly above 
each lever is a light that 
wilt flash in random order, 
creating a pattern. Repeat 
this pattern by pressing 
A, B or C on your Control 
Pad. If you successfully 
repeat all the patterns, the 
vault will open and you 
will be rewarded! 

A Trip Back 

Hidden somewhere in the game is a magical time 
warp created by the evil Zakelua. This warp will trans- 
port Harry Jr. back to a primitive time. . . A time which 
may bring back a few memories. The rules are simple: 
you have 20 minutes to collect all goodies... or else. 
Here’s a hint — watch out for the scorpions! 
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STRATEGY TOPS 

• Collect as many Treasure Pieces as you can. Every 
fifty points earns you a continue. 

• Use the Super Shot to help defeat deadly enemies 
or blast through nasty web blockades. 

• Try to be down hill from your enemies when fighting. 

• Be sure to use Mayan Artifacts and Mayan 
Weapons wisely. These Mayan goods only give 
you a limited amount of time and/or uses. 

• Remember to grab the Mayan Boomerang after 
each use... or it will disappear. 

• Try using abandoned mine cars or other items as 
platforms. 

• You can do more than just stand on top of tree 
stumps. 

• Don’t be afraid to venture around each world — 
you may find hidden surprises. 

• Keep moving while above the jumping crocodiles. 
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Cl^iPDir$ 

Consulting: Nathalie Deschatres and John Spinale Associate Producer: 
Keliy Walker Rogers Original Genesis Programming: George Allan 
Original Sega CD Programming: Tom McWilliams 32X Conversion: 
Zombie Virtual Reality Entertainment with Big Bang Software 
32X Programmers: Robert Champagne and Chris Phillips Lead 
Designer: John Spinale Level Design: Tin Guerrero, Scott Krager, David 
Pavoni and John Spinale Additional Design: Nathalie Deschatres and 
Sean Vesce Production Coordinators: Tin Guerrero and Scott Krager 
Quality Assurance Director: Jon Doeilstedt Quality Assurance 
Manager: David Arnspiger Lead Tester: Rawson Stovall Game Testers: 
Chuck Bonini, Abe Reward, Douglas Jacobs, Lucas Johnson-Yahraus, 
David King, David Meyers, Kenny Ramirez, Mike Schneider and Roy 
Roulette Manual Copy: Scott Krager and David Pavoni Development 
Tools: George Allan, Dan Chang, Rob Northen Computing, PsyQ and 
SNASM Package Design: Ron Graening Documentation Manager: 
Michael Rivera Copywriter/Editor: Veronica Milito 

256-COLOR ART 

Art Director: Danny Matson Animation Rendering by KAREN 
JOHNSON PRODUCTIONS: Producer: Denise Roberts Mckee Art 
Directors: Karen Johnson and Mary Kay Omelina Pixel Retouch Artists: 
Lance Dobersek, Paul E. Nunn and Mary Kay Omelina Background Art 
Conversion by CYGNUS MULTIMEDIA: Project Manager Ruth Stahnke 
Sub'Manager: Tylor Lybbert Artists: Paul Bangerter, Kari Christensen, 
Carson Davidson, Matt Davis, Mary Gurr, Sterling Hirsch, Kathleen Lowe. 
Murphy Michaels, Eric Nunamaker, Jason Price, Brad Swindlehurst, Alan 
Tew and Ryan Wood 

ORIGINAL ART 

Background Art: Tim May and Lin Shen Additional Tile Art: Scott 
Krager Animation and Rendering: Danny Matson 
Background Art Conversion by CYGNUS MULTIMEDIA 
Original Animation by KROYER FILMS: Director: Bill Kroyer Supervising 
Art Director. Sue Kroyer Animators: Jaqueline Corley, Thomas Decke, 
Charles Rarvey, Jeff Johnson, Joe Mcdonough and Roger Vizard Effects 
Animators: Sari Gennis, Brett Risey and Kathleen Quaife-Hodge Assistant 
Animators: Ricardo Echevarria, Bob Miller and Jan Naylor Color Stylist: 
Leslie Rinton and Christopher Naylor Layout Supervisor: Anthony 
Christov Background Painter: Nadia Staroselska Character Designs: 
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David Boudreau Additional Animation: Wendy Perdue, Mark Pudleiner, 
Chris Sauve, Shane Zalvin, Sue Zytka Production Managers: Steve 
Kellener and Jan Naylor Production Assistants: Brian Masters and Josh 
Wiliiams 

Animation Processing by FREESTYLE 

Animation Rendering by KAREN JOHNSON PRODUCTIONS 

Original Music and Sound Effects by SOUNDELUX MEDIA LABS 

Soundtrack designed and produced by Scott Gershin and Kelly Rogers 
Composers: Lee Scott, Robert Higgins, and David Kneuper Sound 
Design: Michael Regan and Caron Weidner 
Soundtrack created and mixed at Soundelux Media Labs 

Special Thanks to: The Atari 2600, David Crane, Mary Eubank, Alan 
Gershenfeld, Larry Goldberg, Eric Johnson, Brian Kelly, Robert Kotick, 
Maryanne Lataif, Howard Marks, The Mayan Civilization, Tom Sloper, 
Snoopy the Hamster and the Fellas down south! 



Copyright © 1 995 Activision, Inc. All rights reserved. 

Pitfall! and Activision are registered trademarks of Activision, Inc. All rights 
reserved. Pitfall: The Mayan Adventure" is a trademark of Activision. Inc. 
All rights reserved. Pitfall: The Mayan Adventure" is based upon Pitfall! 
Copyright © 1982 Activision, Inc. All rights reserved. 
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Limited Warranty 

This software product and the attached instructional materials 
are sold “AS IS,” without warranty as to their performance. The 
entire risk as to the quality and performance of the computer 
software program is assumed by the user. However, to the origi- 
nal purchaser of a game prepared by Activision, Activision war- 
rants the medium on which the program is recorded to be free 
from defects in materials and faulty workmanship under normal 
use and service for a period of ninety (90) days from the date of 
purchase. If during this period a defect on the medium should 
occur, the medium may be returned to Activision, Inc. or to an 
authorized Activision dealer, and Activison will replace the medi- 
um without charge to you. Your sole and exclusive remedy in the 
event of a defect is expressly limited to replacement of the medi- 
um as provided above. This warranty gives you specific legal 
rights and you may also have other rights which vary from state 
to state. 

THE ABOVE WARRANTIES FOR GOODS ARE IN LIEU OF ALL 
WARRANTIES, EXPRESS, IMPLIED, OR STATUTORY, INCLUD- 
ING, BUT NOT LIMITED TO, ANY IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUR- 
POSE AND OF ANY OTHER WARRANTY OBLIGATION ON THE 
PART OF ACTIVISION. SOME STATES DO NOT ALLOW LIMITA- 
TIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO 
THE ABOVE LIMITATION MAY NOT APPLY TO YOU. IN NO 
EVENT SHALL ACTIVISION OR ANYONE ELSE WHO HAS BEEN 
INVOLVED IN THE CREATION AND PRODUCTION OF THIS 
COMPUTER SOFTWARE PROGRAM BE LIABLE FOR INDIRECT, 
SPECIAL, OR CONSEQUENTIAL DAMAGES, SUCH AS, BUT 
NOT LIMITED TO, LOSS OF ANTICIPATED PROFITS OR BENE- 
FITS RESULTING FROM THE USE OF THIS PROGRAM, OR 
ARISING OUT OF ANY BREACH OF THIS WARRANTY. SOME 
STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE 
LIMITATION MAY NOT APPLY TO YOU. 

After the warranty period, a defective Activision cartridge may be 
returned to Activision with a check or money order for $25 U.S. 
currency per cartridge for replacement while supplies last (must 
be within one year of purchase). Activision Customer Service: 
(310)479-5644. 

PATENTS; U.S. #'s4, 442, 486/4, 454,594/4,A62,D76; Europe # 80244; 

Canada »'s 1 ,183,276/1 ,082,351 , Hong Kong « 88.4302; Qetmany « 2,609,826; 

Singapore #88.155; U.K, #1,535,999; France # 1807,029, Japan « 1,632,396. 
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Need a Hint? Call the Activision Hint Line: 
In the U.S. just dial 1 (900) 680-HINT* 
In Canada Call 1 (900) 451-4849** 

* $.95 per min. Touch Tone only. 18 years or older. 

•* Si .25 per min. Touch Tone only 1 8 years or older. 
Prices subject to change without notice. 
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